Yes, Fallout has its own magic indeed. A truly magical game. :-) 


IMHO "standard" magic we know from fantasy RPGs such as AD&D 
does not fit in Fallout at all. To see that, we need to tell "normal", 
regular Fallout reality from all those creators' jokes game is full of. 
Guardian of Forever and Café of Broken Dreams are not time 
distortions - they are Easter eggs. We shouldn't treat them the same 
way we treat other aspects of Fallout like plasma guns and power 
armors, because they are not truly part of game's world. 


Fallout in general doesn't deny science. Some concepts are risky - for 
example severe radiation would cause radiation sickness rather than 
turning someone into ghoul. Sentient computers are more fiction than 
science, at least from the point of view of our current technology 
level. Still, we cannot be absolutely sure that creature similar to 
ghouls cannot be created, nor that construction of sentient machine is 
impossible. Science doesn't say psionics, deathclaws and 
supermutants are impossible so psionics, deathclaws and 
supermutants do not deny science. 


Magic is different. Magic claims it is possible to invoke a fireball, 
conjure a daemon, raise dead and see the other side of the moon. 
Magic goes even further - it says all this is possible with use of will, 
words and gestures. 


Magic denies every field of science: physics, chemistry, biology and 
logic. 


Ergo: to include magic in Fallout is to make Fallout world 
inconsistent. It wouldn't be the same world anymore. 


‘But there is always a "but". ', as my granny always said. There is 
some kind of "magic" in Fallout - psionics. Those powers are part of 
game's world: Master and Hakunin are well known psionicists and 
there are ghosts too. While ghosts are very risky (although it is 
sometimes surprising how many things can be "scientifically" 
explained - see "System Shock 2" for further details), psionics are not. 
At least not that much. Actually, there are even simple prototype 
machines controlled by simple thoughts. If a machine can read 
thoughts, an adapted living organism can do that as well. At least 
theoretically. Hyperspace jumps are possible too. Theoretically. We 
shouldn't take these theoretical possibilities very seriously. :-) Still, 
including 

psionics wouldn't blow up Fallout, although I agree they shouldn't be 
an obligatory rule. 


If we decide to make psionics add-on, we should remember one thing - 
no 

psionic power can stand in open contradiction with science. This 
means: 

no healing (I know, Hakunin did it, but it's just impossible - I would 
take it as game creators’ sacrifice to make game's beginning easier), 
- no teleportation, 

- no magic missiles, fireballs, lighting bolts, 

- no daemons / deathclaws appearing in a puff of smoke just in the 
middle of combat area, 

- no clairvoyance, fortune telling, crystal orbs etc. 

- no telekinesis 

- no shapeshifting, petrification, turning water into wine etc. 

- no undead 


Limited? Yes, psionics are limited. Psionics are not magic. The 
concept of psionics is based upon potential applications of brain 
waves and the main area of psionic activity is one's neural system (not 
only mind or brain). So, possible (and explainable) psionic powers are: 


1. Detection of living creatures. Might have relatively long range. A 
skilled psionicist could be able to identify approximated number of 
creatures, their race, their general state (mostly whether they are 
sleeping, unconscious or wounded). If we take into account that 
Fallout allows ghosts, detection of recently dead might be also 
possible, although very difficult. 


2. Mind reading. Probably short ranged - thought signals of different 
persons of the same race might tend to interfere and jam each other. I 
think gaining a detailed information (for example: "this man is now 
wondering whether he is going to be late for dinner, because his boss 
told him do load more caravan wagons than usually") should be very 
difficult and should require ideal conditions (for example: a psionicist 
and his victim alone in a room with thick walls and no windows). This 
power would be ideal for determining one's mood and attitude - it 
might even be called "improved empathy" or something 

like that. 


3. Resistance to fear, anger and so on. To control, others psionicist 
has to be very self controlled. This includes resistance to other 
psionicists' activity. 


4. Blocking / improving / altering instinctive reactions, thanks to 
improved control of psionicist's neural system. This includes control 
over hormones production - useful when you need a little more 
adrenaline for faster running but dangerous when you need to get 


back to normal and don't know how to do it. Hormones tampering 
also brings possibility of temporary stats improvement (mostly 
primary stats, maybe AC and sequence, but not DT or DR). This family 
of abilities is potentially very powerful and should be carefully 
balanced. 


5. Telepathy. Why not? Telepathy should be very difficult though. 
There is one main problem - how to deliver message so that only one 
person can "hear" it? Also, if the recipient of message is sleeping, it is 
probably helpful, because his own thoughts don't jam the 
“transmission". Of course, one could think it was only a dream. 


6. Influencing someone's emotions. We could call it "lesser mind 
control". The effect should be subtle - a regular psionicist might be 
able to scare off or provoke a drunkard in a bar, but only a master of 
the art could manage to scare off whole raider party. 


7. Influencing someone's body. Includes stopping one's hand for a 
moment, making someone blind (by jamming eye nerves) for a while 
or even stopping one's hearth. This power should be carefully 
balanced too. 


8. Mind Control. Very difficult. Only a master of psionics should be 
able to perform mind control. There are two types of mind control: 

a. Issuing a single command one cannot resist. After a few moments 
one could stop and think and refuse to do it, though, so this kind of 
control might be unreliable against intelligent victims and only 
relatively simple commands could be issued. 

b. Taking over one's neural system. Much more reliable and veeeery 
deadly. But IMHO only the best of the best should have access to this 
power. 


9. Illusions and suggestions. These might be moderately difficult. They 
would actually work the same way AD&D illusions do - one doesn't 
disappear, one is only unnoticed. For example any direct attack would 
brake the effect of invisibility (as long as victim can actually see the 
attacker - invisible sniper should still be invisible because he was out 
of victim's sight anyway. This is important, because it protects from 
being spotted by a witness). Of course the better psionicist, the better 
illusion. And of course damage dealt by illusionary threat should never 
ever be real. 


Of course, psionics are not for everyone. I think psionicist should be a 
very specialized character with some very high primary stats (and the 
others very low, of course). Very high perception is a necessary, high 
endurance is helpful too. The most important is intelligence - not 


because of reasoning capability but because of mind development. 
Concentration is essential for psionics and it's hard to meet a 
concentrated fool. 


Type of power Stat required for simple tasks for difficult tasks 


Detection/ PE 6 10 
mind reading IN 4 8 
psionic IN 8 10 
resistances PE 4 8 

EN 4 10 
controlling IN 6 10 
own emotions EN 4 6 
controlling IN 4 8 
own body EN 6 10 
controlling IN 8 10 
others' emotions PE 4 8 
controlling IN 8 12 (yup) 
others' body PE 6 10 
controlling IN 10 14 (yup) 
other's mind PE 8 10 
telepathy PE 8 12 (yup) 

IN 4 8 
illusions IN 6 10 

PE 6 10 


IMHO temporary primary statistics improvements should not exceed 2 
points, and should not stack (for example when two psionicists try to 
improve intelligence of the same person). Improvement of Strength 
and Charisma should be at least very difficult and improvement of 
Luck should not be possible at all. 


Mind control IMHO shouldn't allow taking over more than one 
person's neural system at one time. It's too powerful. There are many 
other ways to perform brainwash anyway. 


IMHO field attacks should be the least difficult, enemies-only attacks 
should be much more difficult and specific-person-only attacks should 
be the most difficult. Maybe a special perk "mind catching" (or 
something) should affect that (only psionicists with this perk would be 
able to perform enemies-only and targeted attacks). 


Endurance should affect the number of times psionicist can use his 
powers. 


Doing all that stuff is tiresome, isn't it? 


Illusion's size is not very important, but it is important how many 
different objects one tries to "create". The range of illusion is limited 
too - someone 100 meters away might be not affected, as psionicist 
cannot reach his mind. 


I was also wondering if we could add some simple energy flow control 
powers: warming / cooling small objects, tampering with electric 
devices, recharging batteries (slowly) etc. I'm not sure whether this is 
a good idea though. 


